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WARNING: PLEASE CAREFULLY READ THE CONSUMER INFORMATION AND 
PRECAUTIONS BOOKLET INCLUDED WITH THIS PRODUCT BEFORE USING YOUR 
NINTENDO? HARDWARE SYSTEM, GAME PAK OR ACCESSORY. THIS BOOKLET 
CONTAINS IMPORTANT SAFETY INFORMATION. 


EVERYONE 


This product has been rated by the 


Entertainment Software Rating Board. Official 
For information about the ESRB rating, 
or to comment about the 

Seal of Qu 


ality 


THIS OFFICIAL SEAL IS YOUR 
ASSURANCE THAT NINTENDO 
HAS APPROVED THE QUALITY 
OF THIS PRODUCT. ALWAYS 
LOOK FOR THIS SEAL WHEN 
BUYING GAMES AND 
ACCESSORIES TO ENSURE 
COMPLETE COMPATIBILITY. 
LICENSED BY SALE FOR USE 
ONLY WITH OTHER 
AUTHORIZED PRODUCTS 
BEARING THE OFFICIAL 
NINTENDO SEAL OF QUALITY. 


appropriateness of the rating, please 
contact the ESRB at 1-800-771-3772. 


CONTENT RATED BY 
SRB 


Visit www.esrb.org 
or call 1-800-771-3772 
for Rating Information 


LICENSED BY 


NINTENDO, GAME BOY, GAME BOY COLOR THIS GAME PAK WILL WORK ONLY WITH THE 
OF NINTENDO OF ANIERICAING ORS GAME BOY® COLOR VIDEO GAME SYSTEM. 
© 1989, 1998 NINTENDO OF AMERICA INC. 


CONTENTS 


Siig.  S6eR oR ee Ri aa 2 
BUSOR Wes . >. tee... deo “Som, | ae 2 
Tie Ganoleme 2°. Gite. Gk Ge... a. ee, Se a. 3 
PON eee, . odes... ui, NEMA . car, 00 Ma 4 
Male IViggiine cir: Wile, . alin. Sate « aa. «AY. Rie. 4 
INGIGMIA VOD. 56S WRN. UR MI 5 MRT akin yan Oy 5 
TWMriayors. ol. ee a I, eM. ca ca ee ae 5 
PR se ng sR Gage, cane Gen aumae a 6 
Dirnoulty bevel Menu: oi ee ea eae eee es 7 
PRO SING. FC pe 0 Ge Mig. oe ech 0 2 ee eee 7 
Singtaamiayer:Games site: agile... OB el ieee aa 8 
Pla VGNMaeMesues”: : . Glee. Bines «Mei, 6. ccc. 14 
Chewaapicrs’ “aameeke .. die... RR ee a 16 
Mattel Interactive Customer Service & Technical Support... . . 20 
Mattel, Inc’ Cimited Warranty ...... 20.200. na dh a. 21 


ite. ON UP 


Turn off the POWER switch on your Nintendo® Game Boy® Color 
system. (Never insert or remove a Game Pak when the power is on.) 


* Insert The Wild Thornberrys Game Pak into the slot on the back of 
the Game Boy® Color, label facing out. 


¢ Press the Game Pak firmly to lock it in place. 
Turn the Game Boy® Color power switch on. 


button Inputs A Button-Confirm Selection 
B Button-Confirm Selection 
Control Pad-Make Selections 


Select-Pause/Resume Game 
Start-Start Game 


THE CHALLENGE 


Nigel desperately wants to win the coveted Gold 
Schweitzer, given once a year for the best nature 
documentary. The family plans to secure their 
number one position in the nature documentary 
community by being the first ever to catch the 

famed Himalayan Yeti on film. But a few 
difficulties get in their way. 


All your favorite characters are here: Eliza, Darwin, 
Donnie, Debbie, Nigel, and Marianne. Each one is the 
star of his or her own game! 


Eliza’s specialty is rescuing animals. And she goes to work in 
the Galapagos Islands. Darwin is off chasing marmosets in the 
rainforests of South America. Bugs on the African savannah aren't 
safe with Donnie around. CDs are missing and Debbie has to find 
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them in the jungles of Africa. Nigel is hanging by a thread in a 
ravine in Australia. And Marianne has the biggest responsibility of 
all: to tape the elusive Yeti in the snow and ice of the Himalayas. 


MENU 5 


To select menu options, use the Control Pad up or down to highlight 
a menu option. Press Select to accept the highlighted selection. 
Press the B Button to go back to the previous menu. 


Math MENU 


Choose from the following options to begin 
playing The Wild Thornberrys. Use the 
Control Pad to highlight an option and the 

A Button to select. 


one of The Wild Thornberrys. 


Single Player 


Choose a location on the map and play a challenging game with 


Tno-Player 


To play a two-player game, two Game Boy 
Color systems must be linked by a Game Boy 
Link Cable. Once the two Game Boy Color 
systems are physically connected, both 
players should turn on their Game Boy Color 
systems and move to the Main menu. Either player can choose the 
Two-Player option from the Main menu. 


The first player to select Two-Player is taken to the Character 
Select screen and should pick a character, either Eliza or Darwin. 
Once the character assignments are done, the two-player link game 
begins. 


Pas swo rd 

You will be awarded a password each time 
you complete a level. Select Password to 
continue a game in progress using the 
password given to you when you completed 
the last level played. Your game will begin 
where you left off. 


To begin playing a password game, use the Control Pad left/right 
to scroll through the options, the A Button to select, and the 
B Button to deselect to enter the password character by character. 
Once a character is entered you will automatically advance to the 
next character slot. The game will automatically resume once all 
the correct characters are entered, press the A Button to activate 
the game. 


DIFFICULTY LEVEL MENU 


The game has three levels of difficulty: Wild, 
Wilder, and Wildest. Each one is selectable 
ra at the beginning of the single-player game, 
however you are strongly advised to start 
with the Wild level and play through each 
f level in sequence. This way you'll learn the 
game and be able to rack up a high score! 


| PAUSE GAME 


Press Start to pause the game. Press Start again to resume play. 


SINGLE-PLAYER GAMES 


Episode 1: Born to be Free ) 
On the world-famous Galapagos Islands, Eliza | 
sneaks away from the rest of the family to go BU ES: S 
exploring. She discovers that Kip and Neil = Health Meter Timer 
have come to the Galapagos to capture endangered wildlife and 
sell them on the black market! There are caged animals all over 
the island hoping to be freed! Eliza must find all of the cages and 
release the animals before Kip and Neil return. 


Avoid the scorpions and jellyfish along the way. Free all of the 
caged animals by using the Control Pad up/down/left/right to move 
Eliza around the island, and press the B Button to open a cage. 
Press the A Button to jump. The number of animals that must be 
freed depends on the difficulty level. 
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Episode 2: Monhey Business 


The Wild Thornberrys are on location in the South 
American rainforest. While the family is visiting a 
local village, Darwin is left behind in the 
Commvee. Mischievous marmosets break into the 
Commvee and pull Marianne’s video camera into 
pieces and then take off with them. Darwin has to 
find the pieces of the camera and put it back = : 
together before the rest of the family gets back. Mealth Meter Nuts 


The marmosets have hidden the camera pieces in the trees. Darwin 
has to search the area to find the pieces, avoiding poisonous snakes, 
hostile natives with blow darts, poisonous tree frogs, and the marmosets 
themselves. Those misbehaving monkeys try to knock Darwin down by 
throwing stuff at him. 


Use the Control Pad left/right to move Darwin. Use up to climb or look 
up and down to climb or look down. Press the A Button to jump. Press the 
B Button to throw a nut at ls bee 
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Episode 3: Beetle Mania 


On the African savannah, the quest 
continues for award-winning documentary 
footage. Donnie is left on his own at the 
Commvee and soon his stomach starts 
rumbling. He’s hungry for his favorite snack: 
beetles! But Donnie’s got to avoid all of the 
treacherous animals that roam the savannah 
as well. 


Beetle-O-Meter 


Eating beetles will fill Donnie up and make him very happy. 
Running into an animal will cause Donnie to get hungrier! If his 
stomach empties too much, he'll have to start over. 


Control Donnie on his beetle search using the Control Pad 
up/down/right/left. Press the A Button to jump over animals or 
obstacles in the way. 


Episode 1: Commvee Rall 


Debbie wants to be the Soundtrack 
Producer for the family’s award-winning 
documentary. While the others are shooting 
footage, she drives the Commvee to the 
radio station to get music. A freak 
windstorm scatters CDs all over the place. 
It's nearly dark and Debbie has to find 
those CDs quick! The number of CDs to be found 
depends on the difficulty level. 


Timer Remaining 
CDs 


Use the Control Pad to steer the Commvee. Press the A Button to 
accelerate. 
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Episode d: You flin’t Seen Nothin’ Yeti 


The climax of The Wild Thornberrys newest world 
wildlife documentary will be shot in the Himalayas. 
Marianne heads out to a spot rumored to be Yeti 
country. She’s determined to be the first to grab 
Yeti footage. 


Control Marianne as she climbs the Himalayan Battery Power Animals 
mountain, taping animals that she spots along the 
way. She has to get footage on all the animals she sees as she 
climbs the mountain in search of her ultimate goal, the Yeti. The 
number of animals Marianne has to tape and the amount of battery 
power she has depend on the difficulty level. 


Hint: The Yeti only appears at the top of the mountain once all of the other 
animals have been taped. 


Use the Control Pad up/down/right/left to walk or climb. Press the 
A Button to videotape an animal. Press the B Button to sprint. 
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Episode £- Down and Dutbach 


There’s been an accident. The Wild Thornberrys 
were shooting footage of the Australian Outback 
when the Commvee lost control and crashed into 
the side of a mountain! Everybody's fine, but a 
whole box of tapes has fallen into a ravine. Nigel is 
lowered down into the ravine on a rope so he can Rope Stress Tape 
grab the fallen tapes. Counter 


As he is lowered slowly down by the family, he can swing left and 
right to grab fallen tapes. The number of tapes to be retrieved 
depends on the difficulty level. Rock protrusions restrict his movement 
and snakes and dingoes try to bite him. As the animals snap at the rope, 
it frays until Nigel tumbles into a bush below and has to start again. 


Press the Control Pad left/right to maneuver Nigel as he’s lowered down 
the ravine. Press the A Button or B Button while pressing left/right to grab a 
tape. 


TWO-PLAYER GAMES 


At the Schweitzer awards this year, they're 
giving out a special award for the Best 
Documentary by a Newcomer to the Field of 
Wildlife Journalism (the "Newbie" Award). 
Marianne and Nigel encourage Eliza to enter 
the contest. When Darwin hears about it, he 
reasons that, being an animal himself, he would be a natural ) 
selection for a wildlife journalist! So Darwin and Eliza both 

compete for the Newbie by working on videos of their own. 


Select Two-Player from the Main menu to begin a two-player 
game. You must have two Game Boy Color systems, two copies of 
The Wild Thornberrys Game Pak, and a Game Link Cable. 


ee 


Install the Game Link Cable according to the 
instructions. 

To begin the game, player one must pick his or 
her character. Choose between Eliza and 
Darwin. Press the A Button to confirm your 
selection. 


To decide who goes first, both players must 
roll. When the die begins to roll, press the 
A Button to stop it. Whoever gets the higher number goes first. 


The player who won the roll will go first. Then that player rolls a 
second time, advancing the number of squares as read on the 
die. Use the Control Pad to advance your character on the map. 


When a player lands on a special square, a card will be given. 
Follow the directions on the card in the same turn. 
The winner is the player who gets to the end of the path first. 
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CHARACTER S Ge 
Eliza Thornberry Coke 
Eliza is truly a gifted child. She has 

the gift of gab with animals - she can rose 4 


speak with them in their language; but no 
one must ever find out! 

Eliza's gift sometimes gets her into trouble. Good thing she's 
got a special knack for getting out of it! 


Darw i n 

He's Eliza's best friend, confidant and constant 
companion. He's also a chimp that wants to be human. 
Darwin hates bananas, preferring Cheese Munchies 
instead. He hates dirt of any kind. And Darwin isn't 
much for adventure, although it seems he can never 
say no to Eliza. 


ut 


el 


a ES SERRE AREER A RE eR ee 


Donn ie 
Discovered in the jungles of Borneo, Donnie was 
adopted by the Thornberrys and things haven't been 
the same since. He likes to eat things that wiggle, 
swing from trees, and torment Debbie for fun. But he's 
so darned cute, no one can deny his charm. 


Debbie Thornberry 


She has, like, been forced to travel the world with 
her parents and dweeby little sister. Ugh. That's , 
torture for a 16 year old who'd like nothing 
better than to hang at the mall. Thank 
goodness she can still get her favorite 


magazine, “Teenage Wasteland,” at stops in the big cities. After 
all, she MUST keep up on the life of her idol, Des Brodean! 


icc MBke ribo 


Nigel is the on-screen host of “Nigel Thornberrys 
Animal World.” He seems to know everything 
about nature and animals and the outdoors. ie 
But as far as family goes, he hasn't a clue a \¢ 
although he loves and values them more than — 

anything in the world. Nigel has a weakness si 
for kippers and he loves to say the word, “Smashing!” 


Mari anne Thornberr 

Marianne is the voice of reason amongst the 
Thornberry family. She's a talented filmmaker, 
producing an award-winning nature show with 
host/husband Nigel. And she's a dedicated mother 
to her wild brood! 
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Kip O’Donnell is a self-centered, money-hungry animal poacher. 
He cares nothing about the environment and will destroy whatever 
he can to make a buck. Thank goodness there are people like the 
Thornberrys around to stop him. 


Neil Biederman 

He's O'Donnell's weak-willed sidekick, following the poacher 
everywhere in hopes of making a few dollars for himself. You'll 
usually find Biederman on the sidelines, because unlike his louse 
of a leader, Biederman has a conscience that won't let him 
destroy the planet. 


If you have any questions, 
please contact us for 
assistance. 


Our technical support 
specialists can be reached 
toll-free at the 
following numbers: 

In the U.S., call 
1-888-MATTEL9 
(1-888-628-8359) 

In Canada, call 
1-888-Media11 
(1-888-633-4211) 

In Australia, call 
1-902-263-513 (long distance 
toll charges may apply) 

In U.K., call (0171) 519-5049 
(long distance toll charges 
may apply) 


MATTEL INTERACTIVE CUSTOMER SERVICE F TECHNICAL SUPPORT 


For a great place to get 
quick answers to the most 
commonly asked questions 
about The Wild Thornberrys 
Rambler Game Boy, 
contact Mattel on the 
World Wide Web at: 
http://www.service.mattel.com 


Comments or questions 
can also be mailed to: 
Mattel Consumer Relations 
Tech Support MI-0606 
333 Continental Bivd. 
El Segundo, CA 90245 
USA 


Mattel Canada, Inc. 
Mississauga, Ontario 
L5R 3W2 
Canada 


Mattel Australia Pty. Ltd 
Richmond, Victoria 3121 
Australia 


Mattel Interactive U.K. 
PO Box 121 
Crawley, RH11 9YP 
England 


Tel: 08707416821; 
Fax: 08707416822 


All calls charged at 
Standard National Rate and 
may be monitored/recorded 
for quality reasons. 

E-mail: 
www. mattelinteractive.co.uk; 
uktechsupport@learningco.com 


MATTEL, INC. CD-ROM END USER LICENSE AGREEMENT 


res PLEASE READ THIS AGREEMENT CAREFULLY BEFORE USING THE PROGRAM. BY USING THE PROGRAM, YOU AGREE : 4 


TO ABIDE BY THESE TERMS AND APPLICABLE COPYRIGHT LAWS. IF YOU DO NOT AGREE, PLEASE PROMPTLY RETURN 
THE PROGRAM FOR A FULL REFUND OF THE AMOUNT YOU PAID. 
As between You and Mattel, Inc. or its subsidiaries or affiliates ("Mattel"), the Program is owned by Mattel, and is licensed to. 
You, not sold. 
The term “Program” means the original program and all whole or partial copies of it, including portions merged into other 
programs. The Program is copyrighted and includes executable code and audio/visual content (A/V Content). The term 
“AN Content" means any image, text, recording, picture or other audio and/or visual work. 
1. License. Mattel grants You a nonexclusive license for the Program. 
A. Under this license You may: 
1. use the Program on only one machine at any one time; 
2. make one copy of the Program for backup purposes only; and 
3. transfer all of Your license rights in the Program to another party if and only if (a) You transfer this License 
Agreement and all other documentation provided with the Program, and the complete unaltered Program to the 
other party, (b) You destroy all copies of the Program in your possession, and (c) the other party reads and agrees 
to be bound by the terms of this License Agreement. It is your responsibility to ensure that all of these conditions 
are met. The rights licensed to You under this License Agreement are then terminated with respect to You and 
transferred to the other party, who, in order to be a valid user of the Program is then subject to all of the terms and 
conditions of this License Agreement. 
B. You must reproduce the copyright notice(s) and any other notice of ownership on each copy or partial copy of the 
Program. 
C. You may not: 

1. use, copy, or transfer the Program (including any A/V Content) except as provided in this License Agreement; 

2. modify or adapt any A/V Content without the express written consent of Mattel or as permitted by law; 

3. reverse assemble, reverse compile or otherwise reverse engineer or translate the Program or attempt to derive 
source code from the object code version of the Program (except as allowed by mandatory provisions, if any, of the 
jurisdiction in which You obtained this License); 

. sublicense, rent, or lease the Program; 
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5. remove any proprietary notices or labels in the Program; 

6. sell any items made using this Program or use the Program as part of a service bureau; 

7. use this Program on any network or download, upload or exhibit the Program via the Internet/World Wide 

Web/WebTV/satellite or any similar technology; or 

8. use this Program in a country other than the country in which it was purchased. 
2. General. Your license will terminate automatically (which means that all rights licensed to You under this License 
Agreement terminate) without notice from Mattel if You fail to comply with the terms of this License Agreement. In such 
event, You must destroy or disable all Your copies of the Program. You agree to comply with all applicable import and 
export laws and regulations. This License Agreement shall be governed by, and construed in accordance with, the laws of 
the State of California without giving effect to any principles of conflicts of law. The provisions of this License Agreement 
are severable; if any provision is held to be invalid or unenforceable, it shall not affect the validity or enforceability of any 
other provision. The parties expressly exclude the application of the United Nations Convention on Contracts for the 
International Sale of Goods, as amended, replaced or reenacted from time to time. 


MATTEL, INC. 90 DAY LIMITED WARRANTY 


Mattel, Inc. warrants to "You" (the original consumer purchaser) that, under normal use, the ‘Product’ (including the 
peripheral, the software program and the CD-ROM disk on which the software program is recorded) will be free from defects 
in material and workmanship for ninety (90) days from the date of purchase (Your receipt shall be evidence of the date of 
purchase). This Limited Warranty does not cover damage resulting from accident, misuse, unauthorized modification, or 
other conduct or conditions outside the contro! of Mattel, Inc. or its subsidiaries or affiliates (collectively, “Mattel’). If 
defective, return all contents of this package (including but not limited to the CD-ROM disk, user guide, and all other 
components of this package), postage prepaid, along with proof of the date-of-purchase, within the ninety (90) day warranty 
period, for replacement or refund at Mattel’s election, to Consumer Adjustment Center, 15930 E. Valley Boulevard, City of 
Industry, California 91744. Immediately upon Your receipt of any refund, Your license to use the Product (including the 
software program) is terminated. THE FOREGOING LIMITED WARRANTY IS THE SOLE WARRANTY PROVIDED IN 
CONNECTION WITH THE PRODUCT AND IS IN LIEU OF ALL OTHER WARRANTIES, EXPRESS OR IMPLIED, INCLUDING 
BUT NOT LIMITED TO THE IMPLIED WARRANTIES OF MERCHANTABILTY AND FITNESS FOR A PARTICULAR PURPOSE, 
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ALL OF WHICH IMPLIED WARRANTIES ARE EXPRESSLY DISCLAIMED. NO ORAL OR WRITTEN INFORMATION OR 
ADVICE GIVEN BY MATTEL OR ITS SUPPLIERS, DEALERS, DISTRIBUTORS, AGENTS, CONTRACTORS OR EMPLOYEES 
SHALL CREATE A WARRANTY OR IN ANY WAY INCREASE THE SCOPE OF THIS LIMITED WARRANTY. This Limited 
Warranty gives You specific legal rights; You may have other rights which vary from state to state. Some states do not 
allow the exclusion of incidental or consequential damages, or the limitation on how long an implied warranty lasts, so 
some of the above exclusions or limitations may not apply to You, In that event, or in the event that federal law 
restrictions apply, such warranties are limited in duration to a period of ninety (90) days from the date of delivery of the 
Product to the original end user. No warranties apply after that period. 


IN NO EVENT SHALL MATTEL'’S LIABILITY FOR ANY DAMAGES TO YOU OR ANY OTHER PERSON EXCEED THE PRICE 
PAID FOR THE PRODUCT, REGARDLESS OF ANY FORM OF THE CLAIM (INCLUDING BUT NOT LIMITED TO BREACH OF 
CONTRACT, PRODUCT LIABILITY OR NEGLIGENCE). 


MATTEL AND ITS SUPPLIERS, DEALERS, DISTRIBUTORS, AGENTS, CONTRACTORS AND EMPLOYEES (COLLECTIVELY, 
THE "MATTEL GROUP") WILL NOT BE LIABLE FOR ANY LOST DATA, INCIDENTAL, SPECIAL, PUNITIVE OR INDIRECT 
DAMAGES OR OTHER CONSEQUENTIAL DAMAGES, EVEN IF MATTEL OR ANY OF THE MATTEL GROUP HAVE BEEN 
ADVISED OF THE POSSIBILITY OF SUCH DAMAGES. SOME JURISDICTIONS DO NOT ALLOW THE EXCLUSION OR 
LIMITATION OF INCIDENTAL OR CONSEQUENTIAL DAMAGES, SO THE ABOVE LIMITATION OR EXCLUSION MAY NOT 
APPLY TO YOU. 


For inquiries regarding the Product, please contact Mattel, Inc. at 333 Continental Boulevard, El Segundo, California 
90245. 


VALID ONLY IN U.S.A. 

® and © 2000 Viacom International Inc. All Rights Reserved. Nickelodeon, Rugrats and all related titles, logos, 
characters, and related elements are trademarks of Viacom International Inc. Rugrats created by Klasky Csupo, Inc. 
Rugrats Totally Angelica was designed and developed for Mattel, Inc. by KnowWonder, Inc., a Washington-based digital 
media company. 
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26353-0920 


© 2000 MATTEL INC. EL SEGUNDO, CA 90245 U.S.A. ALL RIGHTS RESERVED. 
MATTEL INTERACTIVE LOGO IS A U.S. TRADEMARK OF MATTEL INC. 


LICENSED BY NINTENDO. NINTENDO, GAME BOY, GAME BOY COLOR ANDTHE OFFICIAL SEAL 
ARE TRADEMARKS OF NINTENDO OF AMERICA INC, © 1989, 1998 NINTENDO OF AMERICA INC. PRINTED IN JAPAN 
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